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CHAPTER t: 

THE IPEA 


Portfolio: TO KEEP 
ALL YOUR 
WORK IN 


Paper: FOR SKETCHING 
ANP PRACTICE 


Sharpener: TO KEEP 

YOUR PENCIL 
WORKING 


Eraser: TO CORRECT 
MISTAKES 


Erasable TO COLOR 
color YOUR COMIC 
pencils: BOOK ART 


/ 7 _ 

/ jwr comic book: 
^ f STAPLEP ANP 
EVERYTHING 


HI- I'M JOB KUBBRT. 
YOU'LL EE SEEING A 
LOT OF ME. 


IF YOU EVER 
WANTEP TO 
KNOW HOW TO 
CREATE YOUR 
OWN COMIC 
BOOK... 

I'M HBRB 
TO SHOW 
YOU HOW. 




WITH THE 
MATERIAL 
IN THIS KIT J 



Triangle: 



FOR 

RULING BOXES 


Ink pen: TO GIVE 
YOUR PRAWINGS 
A PERMANENT OUTLINE 
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A 


okay , . . 

LET5 OET 
5TARTEP, 


THE FI RET OJE5TION 
MOET PEOPie A5K 15: 
*WHAT 5HOULP I PRAWT 


«,TOiI?S/ 


every come book. story 

STARTS WITH AN 
SO , , . The FiRET THINO 
t O P O . . , 15 THINK! 

THINK ABOUT WHAT yOU 
WANT TO PRAW BEFORE 
yOU PUT PENCIL TO PAPER 

; I 


AKER, 

vnilE 


LOOK AT SOME OF YOUR 
FAVORITE COmC BOOKS 
AOAIN. WHAT ARE 
THEY ABOUT? 


Chapter l:The Idea 


S 






IF YOU PONT HAVE 
AN IPEA FOR A STORY 
THINK ABOUT A STORY 
YOU'VE REAP OR SEEN. 
ONE YOU'VE ENJOYEP, 


MAYBE IT'S A 
MOV/0, OR A 
rv SMPtV, OR A 
BOOK. OR A 
FAIRY TAIB, 
WOULPN'T IT 
BE FUN TO MAKE 
THAT STORY INTO A 
COMIC BOOK? 


THBRB'B YOUR IPEA FOR 
YOUR OWN come BOON 


AS SOON AS A OOOP 
IPSA STRIKES, ORAB A 
PEN ANP PAPER BEFORE 
IT SLIPS AWAY/ 


BEFORE YOU START 
TO PRAW OR WRITE, 
YOU HAVE TO THINK 
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MOW, WRITE YOUR STORY 
(PEAS POWN. MAKE NOW* 
OF ALL YOUR IPEAS, SO YOU 
WON'T FORGET 'EM WHEN 
YOU START TO PRAW, 


YOU CAN PO 
SOME SMALL 
SKETCHES, 
TOO, BUT 
CONCENTRATE 
ON THE WRITING, 


IT'S VERY PIFFICULT 
ANP FRUSTRATING TO 
TRY TO PO THEM BOTH 
AT THE *AMB TiMB. 

I PON'T PO IT . . . ANP 
NEITHER SHOULP YOU, 






~~ \ 

PRAWINO A COMIC 
BOOK STORY IS 
ACTUALLY TWO JOBS 
THAT SHOULP BE 
PONE *BPARAWIM 

Z_ A 


) 





Chapter l:The Idea 
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BLOCK OUT THE STORY 
ANP TRY TO PECIPE OH 
ITS UEHOTH. HOW 
MANY PA6ES PO YOU 
WANT IT TO BE? 


RIOBT NOW, YOU 
PONT HAVE TO BE 
ax ACT WITH THE 
NUMBER OF PAOES. 


PO SOME 
SKETCHES AS 
YOU WRITE. 
THE SKETCHES 
PON'T HAVE TO 
BE FINISHEP— 
JUST SOME 
ROUOH IPEAS 
YOU PONT WANT 
TO FOROET. 


CHAPTER 2: 



A 






THB STORY 


MOST come BOOK 
STOP IBS START 
OFF WITH WHAT 


A BIO PRAWINO THAT 
ORABS THB REAPER'S 
ATTENTION, £HEOK OUT 
A VARIETY OF COMIO 
BOOKS FOR INSPIRATION, 


YOUR STORY OR IT CAN PEPICT A VERY 
PRAMATIC EVENT THAT HAPPENS LATER ON. 
IT'S LIKE THE BEOINNINO OF A MOVIE 








TAKE ONE STEP AT A 
TIME , , , ANP PL. AN YOUR 
BOOK CAREFULLY 


YOU PONT HAVE TO 
VO A WHO LB BOOK 
AT ONCE. VO A FEW 
PAOES AT A TIME, 


WHEN YOU'RE NOT 
WORKING ON YOUR 
STORY, WHY NOT CREATE 
OTHER FEATURES? 


HOW ABOUT 
PLANNING A 
LBTTBR PAOE? 


OR A COMPUTER 
OAME AO? 




REMEMBER . . . 
THIS IS YOUR 

come book . 

SO VO THE 
STORY YOUV 
LIKE TO REAP. 


HERE ARE 
SOME 
SUGGESTIONS: 








IT'S A LOT 
EASIER TO 
PRAW YOUR 
STORY WHEN 
YOU WORK 
FROM A SCRIPT. 


TITLE 


PAGE 


PANEL 


DESCRIPTION 


DIALOGUE 


CAPTION 


SOUND EFFECTS 


AS YOU P EVELOP YOUR STORY ANP CHARACTERS, WRITS OUT 
THE ENTIRE SCRIPT ON PAGES LIRE THIS ONE. 


r 


THIS IS WHAT 
A PROFESSIONAL 
SCRIPT LOOKS 
LIKE . . , USER BY 
PROFESSIONAL 
CARTOONISTS. 


NAME OF STORY 


PAGE OF STORY 


-j PANEL ON THE PAGE. 


H 


PESCRIPTION OF 
CHARACTERS ANP 
PICTURE IN THE 
PANEL. WHAT ANP 
WHERE IT'S HAPPENING. 


WHATEVER TALK 
THAT IS GOING 
ON IN THE PANEL 
ANP WHO IS TALKING-. 


APPITIONAL TEXT 
PESCRIPTION NOT 
INCLUPEP IN THE 
PIALOGUE. 


BIFF! BANO! 
CRACK! OUCH! 
NOISE IN GENERAL. 




■' MjJtNf 


//? HI N'T 




PONT PRESS POWN 
TOO HASP ON YOUR PENCIL, 
IT'S EASIER TO ERASE A 
MISTAKE WHEN YOUR LINE 
ISN'T TOO PARK. 


CHAFTBK 3: 

CHARACTERS 
ANP SETTING 


HERE ARE SOME HINTS 
ON HOW TO PRAW THE 
HUMAN HEAP. 


THE EYES ARE ROUGHLY 
IN THE MIPPLE OF THE 
HEAP, THE NOSE IS HALFWAY 
BETWEEN THE EYES ANP 
CHIN, ANP THE MOUTH IS 
HALFWAY BETWEEN THE 
NOSE ANP CHIN. 


NOW THAT YOU'VE N 
WORKEP OUT YOUR 
COMIC BOOK STORY 
XT'S TIME TO PEVELOP 
YOUR CHARACTERS. 




THE BASIC PROPORTIONS 
OF THE MALE ANP FEMALE 
HEAP ARE THE SAME . . . 
NO MATTER WHAT YOUR 
CHARACTERS LOOK LIKE. 


YOU CAN PARKEN YOUR 
LINES AFTER YOU'RE SURE 
THE PRAW I NO IS Rt&HT, 
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IK APPITI0N, YOU 
SHOULP PO A 
P RAWING OF 
YOUR 

CHARACTERS' 
FULL Fl&URE. 

WILL IT BE 
SHORT, TALL, , 
FAT, OR SKINNY? 


NOW IT'S TIME TO 
MAKE CHARACTER 
SHEETS. THESE ARE 
PRAWINGS OF YOUR 
CHARACTERS' HEAP 
FRONT, SIPE, THREE 
QUARTER, ANP 
PEAR ANGLES. 


PO A CHARACTER 
SHEET FOR EACH 
IMPORTANT CHARACTER 
IN YOUR STORY 
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Chapter 3: Characters and Setting 


ie 



WHEN you REAP A 
COMIC BOOK ETORY 
YOU WANT TO KNOW 
WHERE THE ETORY 
IE HAPPENING. 


BACKGROUND 
ARE VERY 
IMPORTANT FOR 
THAT REAEON. 


EO . . . ETART ey 
PRACTICING 
P RAWING THINGE 
THAT ARE IN yOUR 
OWN HOUEE OR 
ROOM. ToyE 
FURNITURE, 
EHOEE, LAMPE . . , 
ANYTHING/ 


THE MORE REAL 
YOU PRAW THE 
BACKGROUNP, THE 
MORE REAL yOUR 
0TORY WILL BE. 





( 

ANP PAY 


ATTENTION TO 
PBTA/U0. 

v 


J 
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IF YOU WANT 
TO PRAW A 
CABTLB, OK A 
LAMP OK A 
HOR5B OK A 
LION, YOU OAK 
FINP PICTURES OF 
THEM IN VOUK 
PUBLIC LIBRARY, 
BNCYCLOPBPIAB, 
OR ON THE 
INTBRNBZ 


IT POESN'T 
MATTER IF YOU 
PRAW FUNNY 
OK BBRIOUB. 


IF THE BACK&ROUNP 
LOOKS WRONO, THE 
WHOLE STORY WILL 
LOOK WRONO. 


FINP eoov 
PHOTOGRAPH S OF 
ALL YOUR 
BACKOROUNP 
PETAILS. THAT'S 
CALLEP RBFBRBNCB. 
^ . 


PONT MAKE 
BAOKOROUNPS 
UR OR TRY 
TO PRAW THEM 
FROM MEMORY 


WRONG 


RIGHT 


i? 
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f "\ 

REMEMBER, NOW . . . 

just because you've 

PRAWN SOMETHING ONCB 
POESN'T MEAN IT'S AS 

goop as iruu get. a *o, sip' 




A 


Keep PRACTICING ANP 
PRAW1NG EVERy CHANCE YOU 
GET' THE MORE YOU SKETCH 
ANP PRAW, THE MOPE YOUR 
PRAWINGS WIUU IMPROVE. 


A 


J 






CHAPTER 4: 

THUMBNAIL* 


HAVINO FlNISHEP 
WRITING YOUR 
SCRIPT, YOU'RE 
REAPY TO START 
PRAWIN6 


A 


V 


BUT . . . /70WT 
START PRAWINO 
IN YOUR BOOK. 


fc_ 


V 


FIRST USE 
SKETCH PAPER 
TO PO SMAU 
ROUGH PRAWING* 
CCALLEP THUMBNAILS) 
BEFORE YOU PO 
ANY PPAWINO IN 
YOUR BOOK. 



YOUR PAO&5 


XT'S MUCH EASIER TO 
PEVELOP ANP CORRECT 
THESE SMALL THUMBNAILS 
THAN IT IS TO ERASE IN 
THE COMIC BOOK ITSELF 




Chapter 4: Thumbnails 
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USE YOUR THUMBNAIL PRAWINGS 
TO PLAN YOUR PANELS ON EVERY 
PAGE OF YOUR COMIC BOOK. 


'ACTION' OR 'PRAMATtC' 
PANELS SHOULP BE LARGER THAN 
PANELS WITH 'TALKING HBAPB/ 


i ^ 

I s 









PONT FORGET TO 
PLAN BACK &ROUNPB IN 
YOUR PANELS, AS WELL 
AS CHARACTERS. 
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ANP MAKE SURE 
YOU LEAVE ENOUOH 
ROOM FOR PiAtO&UB 
ANP CAPTIONS, OR 
THE PANELS WILL 
LOOK CROWPEP. 


PLAN YOUR PAOES 
TO HAVE A SMOOTH 
FLOW FROM PANEL 
TO PANEL ... SO 
A REAPER CAN 
FOLLOW THE 
STORY EASILY 
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PAGE LAYOUTS 


WHEN YOU PLAN YOUR BOOK IN THIS 
MANNER, YOU CAN APJUST PANELS 
ANP MAKE CORRECTIONS . . . 


. . - A LOT MORE BAZILY THAN IF 
YOU PREW RIOHT INTO YOUR 
ACTUAL COMIC BOOK. 

J 
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MAKINO yOUR 


y \ 

own come 


WITHOUT THEM, 

BOOK 15 LIKE 


yOU WOULPN'T 

BUILPINO A 


KNOW WHERE 

HOUSB. YOUR 


TO PUT WINPOW5 

50RIFT ANP 


OR POORE . . . 

THUMBNAIL5 ARE 


OR PANELS. 

youp PLANS/ 


\ _ J 

L y 



CHAPTER 5: 

PANEL* 







WHEN YOU OPEN 
THE COVER OF 
YOUR BOOK, THE 
RIOHT HANP PAOE 
IS PA&E ONE. 
THE LEFT IE 
CALLEP THE INEIPE 
FRONT COVER. 




THE 9PLA9H 
ON RAOE ONE 
CAN BE A 
FULL-PA&E 
PRAWINO OR 
A LAROE 
PRAWIN6 WITH 
ONE OR 
TWO PANELS. 




J 



SOMETIMES A 
CARTOONIST WILL 
USE PAOES TWO 
ANP THREE 
FOR A 

POUBLE-PAOE 
SPREAP. THE 
CHOICE IS UP 

to you , . . 

IT'S YOUR 
COMIC BOOK/ 



REPARATIONS 
BETWEEN PANELS 
SHOULP BE 
POUBLE LiNEB, 
NOT SIN6LE LINES, 
THIS CLEARLY 
SEPARATES 
PRAWINOS PROM 
PANEL TO PANEL. 


IN PENCIL, PLAN YOUR \ 
PAOES PANEL BY PANEL. USE 
YOUR TRIANGLE TO OET A 
STRAIGHT RULEP LINE. 




MANY COmC 
EOOKE HAVE 
’LETTER PAOEE" 
ANP ’PIN-UPE." IF 
YOU WANT TO 
INCLUPE THEM . . . 


. . . PLACE THEM AT 
THE BNP OF A ETORY 
OR THE BACK OF 
YOUR EOOK EO THEY 
PON'T INTERFERE 
WITH THE BMOOTH 
FLOW OF THE ETORY 



CHAPTER 6: 

ROUGH XT OUT 


NOW THAT YOU HAVE YOUR PANEL 
EORPERS PRAWN CIN PENCIL), PUT IN 
YOUR BALLOONS ANP CAPTIONS. THEN 
ROUOHLY SKETCH YOUR PRAWINOS. 



KEEP PETAILS 
TO A MINIMUM. 

USE YOUR 
PENCIL WITH 


LISHT STROKES. 


Chapter 6: Rough it Out 
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SURE NO IMPORTANT PART* OP 
YOUR PRAWINOS ARE IN THE 
CBNTBP FOLP, OR &UTT&P. 


THE FOLP MAKES IT 
PIFFJOJLT TO SEE 
THE PRAWINO CLEARLY 
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VARY YOUR PANELS WtTH 
CLOSE-UPS, LON& SHOTS, 
OVBPHEAPS, WOPM'S-BYE 
VIEWS, ANP SO ON. 


IT MAKES THE PAGE MORE 
INTERESTING ANP GIVES 
THE PAGE MOVEMENT. 


33 






PON'T BE AFRAlP TO 
MA KE CH ANOEE AE YOU 
OO ALON6, IF YOU 
PECIPE TO MAKE A 
PANEL LAROER-OR 
EMALLER-JUET ERASE 
THE PENOL LINEE ANP 
RULE NEW ON EE, 


Chapter 6: Rough it Out 
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roug h out your prawings 

THROUGHOUT YOUR BOOK . . 
ANP CONTINUE TO GATHER 
REFERENCE MATERIALS. 


KEEP ON LOOKING FOR PHOTOGRAPH# 
OF OBJECTS yoU NBEP TO PRAW. FINP AS 
MANY PHOTOS AS yOU CAN OF THE 
OBJECTS FROM DIFFERENT ANGLES, 




PON'T TRY TO 
MAKE UP OBJECTS 
OR PRAW FROM 
MEMORY IT NEVER 
LOOKS RIGHT. 








the n^xt step in poin<s your 

OWN COMIC BOOK 15 TO F/W/Stf 
YOUR PENCIL PRAWINOS. 


CUIPEP BY YOUR 
ROUGH SKETCH, PRAW 
IN UNB WITH NO 
SHAPING. 1NCLUPE 
ALL THE PETAILS THAT 
YOU FEEL ARE 
NECESSARY 


JUST REMEMBER 


NOT TO PRESS 
POWN TOO HARP ON 
YOUR PENCIL, OKAY? 


CHAPTER 7: 

FINISH PBNCILB 
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WHEN THAT HAPPENS, 
REPRAW YOl)K PRAWINO AT 
THE SAME SIZE ON A FIBCB 
OF SKETCH PAPER, 


SOMETIMES A 
PRAWINO WILL 
JUST NOT UOOK 
Rf&HT. ANP THE 
MORE YOU TRY TO 
CORRECT IT, IT 
SEEMS, THE 
WORSE IT OETS. 


if you 

STILL 
PON'T LIKE 
IT, REPRAW 
IT A&AiN. 




IF YOU HAVEN'T 
PREEEEP TOO HARP 
WITH YOUR PENCIL, 
THE PAPER IN YOUR 
BOOK EHOULP BE 
NICE ANP CLEAN. 


WHEN YOV'KE 
EATtEFlEP WITH 
yOUR NEW PRAW- 
INO, ERAEE THE 
OU7 ONE FROM 
yOUR BOOK- 
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1 

THEN ... 1 

/ 1 

copy youR 


E KETCH INTO 


THE CLEAN 


EPACE. 


3? 
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FINISH YOUR LINE 
PENCIL PRAW.INSS 
ANP THEN RENPER 
THE SHAPOWS 
VERY U&HTLY 


THE NEXT STASES ARE LETTER! NO ANP 
INKINO. AFTER INKINS YOU'RE SOI NS TO 
ERASE YOUR PENCtLlNS ALTOSETHER ANP 
LEAVE ONLY THE BLACK INK LINES. 


SO, PON'T MAKE YOUR PENCIL 
LINE OR SHAPINS TOO PARK. 


USE THE SIPS OF 
YOUR PENCIL LEAP 
FOR SHAPINS, NOT 
THE PENCIL POINT, 



CHAPTER 3: 


LETTERING i 

THE TITLE LETTERING IS SPECIAL. 

LOOK AT APVERTISEMENT5 IN 
NEWSPAPERS ANP MAGAZINES FOP 
PIFFERENT STYLES YOU CAN DEE, 



COMIC 
BOOKS ARE 
COMPOSE? 

OF WORPS 
ANP PICTURES, 
LETTERING 
15 A VITAL 
PART OF 
TELL1N6 
YOUR COMIC 
BOOK STORY 


OR MAKE UP A 
NEW ONE OF 
YOUR OWN. 




IT'S A eoov IPSA TO 
CHECK YOUR 9PBLUS&. 
KEEP A PICTIONARY HANPY 
WRONO SPELLING CAN 
SPOIL A STORY'S EFFECT- 
IVENESS, ANP MAKE IT 
LOOK PUMB, 


IF YOU HAVEN'T ALREAPY 
PONS IT, ROJ6H THE WORPS 
IN TO OIVE YOU AN IPSA OF 
HOW MUCH BRACE WILL BE 
LEFT FOR YOUR PRAWINOS. 


U MM CP 

vo 

yutlA. & x l 


wwe 5 °^-l 

id 
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YOUR TRIANGLE IE 
A REALLY HELPFUL 
TOOL. THE RIGHT 
ANGLE (QO0 WILL 
GIVE YOU A 
SQUARE? PANEL. 


DEE THE TRIANGLE TO MARK GUIDELINES FOR 
LETTERING. LOOK AT EOME COMIC BOOKE TO 
EEE THE SIZE ANP HEIGHT FOR THE LETTERING. 




/fCl'Tp 

Pwa-u-j 
k>cnu& > 


idea : 
Timd. 


dP Oh ^ AY, 

4 •' -o'- 7 r 

fa®nriLT 


MAKE THEEE 
GUIPELINEE 
THROUGHOUT 
YOUR WHOLE 
BOOK. 


narr te 


MAKE EURE 
ALL YOUR 
LINEE ARE 
CLEAN ANP 
ETPAIGHT 
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PRACTICE 
LETTERING WITH 
YOUR PEN ON 
SKETCH PAPE* 
&SFORS you 
PO IT IN YOUR 
BOOK. 


THEN, USINO YOUR 
ROUOH PENCIL 
LETTERING AS A 
OUlPEy PO THE 
LETTERING IN 
YOUR BOOK. 


MOST COMIC BOOK 
LETTERING IS ’’'UPPER 
CASE," OR CAPITAL 
LETTERS. SOUNP 
EFFECTS APE LAPOER 
ANP PARKER. 


THINK OF 
SOUNP 
EFFECTS AS 
PRINTEP 
WORPS THAT 
you CAN 
HBAZ. BE 
CREATIVE. 






AFTER you've FINISHED 
LETTERING THE WORPS, INK 
THE PANEL BORPERS. USE 
YOUR PEN ANP TRIANGLE TO 
<5ET OLE AN STRAIGHT LINES. 


WHEN THE BORPBRS 
ARE PONE, PO THE 
BALLOON SHAPES IN 
INK, THE BALLOONS CAN 



CHAPTER 4: 

INKING 


AFTER YOU FINISH 
YOUR PENCIL 
PRAWINGS, you 
WILL GO OVER 
THEM WITH yOUR 
INK PEN. 


INK PRAWINGS ARE WHAT MAKES 
COMIC BOOK ART LOOK LIKE A 
COMIC BOOK IT'S THE STYLE 
OF ART USEP IN CARTOONING. 


UpA 5£fc 



r. 


BEFORE you START INKING, 
you MAy WANT TO PO 
SOME PRACTICE FIRST 


SO . . . PO SOME PENCIL 
PRAWING ON SKETCH 
PAPER ANP PRACTICE 
INKING BEFORE YOU 
WORK IN YOUR BOOK. 


Joe Kubert's Comic Book Studio 


THE IPEA OF INKINO IS TO CREATE A PERMANENT OUTLINE OF YOUR 
PRAWINOS. ANI7 ONCE yoU'RE PONE INKINO THESE PERMANENT LINES, YOU'LL 
ERASE THE PENCIL MARKS ANP HAVE CLEAN INK OUTLINES TO COLOR IN. 




YOU CAN 
THICKEN YOUR 
LINES BY 
OOIN6 OVER 
THEM WITH 
YOUR PEN A 
FEW TIMES . . . 
LIKE THIS. 
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k 

IT'S NOT HARP TO 
PUT SHADOWS IN 
YOUR P RAW! NOS IN 
PENCIL, BUT . . . 

IT'S MORE DIFFICULT 
TO SHAPE IN INK, 


ONE WAY IS TO PO IT 
WITH POT5. IT'S 
CALLED 5TIPPUN&, 


BY PLACING A LOT OF 
POTS IN THE PARKER 
AREAS ANP LESS POTS 
IN LIGHTER AREAS, YOU 
CAN MAKE SHADOWS 
ANP GIVE ROUNPNESS 
TO OBJECTS. 


THIS TAKES 
TIME ANP 
PATIENCE, BUT 
IT WORK*! 
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ANOTHER WAV 




TO CRE ATE 


THAT'S PONE BY 


1 

SHAPOWS ANP 


CROSSING UNSS. 


HERE ARE A 

rounp ness is 


THE MOKE LINES 


NUMBER OF 

m USI NO 


YOU CROSS, THE 


PIPFERENT 

CROSS-HATCH. 


PARKER IT (SETS. 


EXAMPLES 





VERTICAL 
AND 

| HORIZONTAL 
LINES 



ANGLED 

LINES 


TRIPLE 

LINES 




-| TRIPLE 


\ 


POUR 

LINES 



DOUBLE, 

WIDER 

SPREAD 


THREE 

LINES 


TWO 

LINES 



ONE 

LINE 






BLACK 


IF YOUR PEN RUNS OUT OF INN OR IF YOU HAVE TO REPLACE 

ANY OF YOUR MATERIALS, GET IN TOUCH WITH THE JOE KUBERT ART STORE: 

373-328-3266, 1-800-343-4732, OR AT WWW.NUBERTSWORLP.COM, 




FOR LARGE BLACK 
AREAS, WAIT TIL WE 
GET TO THE CHAPTER 
ON COLORING. 


SOUP BLACK CAN 
BE PONE BY PEN 
ON SMALL AREAS . . . 
BUT ... IT WILL USE UP 
YOUR INK VERY QUICKLY 





CHAPTER JO: 

CLEAN-UP 


BEF OPE YOU START 
TO BRASS All 
PENCIL MARKS, MAKE 
SURS THE INK IS PRY 
YOU PCWT WANT 
TO SMEAR THE INK. 


TOUCH IT LIGHTLY WITH 
YOUR FINOER TO SEE IF 
THE INK COMES OFF 


PONT* 
RUB IT. 


WHEN IT'S PRY 
ERASE A BMAU 
AREA FIRST THEN 
THE REST. 






mam 




E 



you PON'T 
WANT TO 
CRE ASE YOUR 
PAOE, OR 
TEAR JT, HOLP 
THE PA6E 
POWN WITH 
YOUR OTHER 
HANP WHILE 
YOU ERASE. 


MAKE SURE YOU 
ERASE AU THE PENCIL 
LINES ANP THAT 
NOTHING REMAINS 
EXCEPT BLACK 
INK LINES. 


BRA5B 

U&HTLY. 






BRUSH OFF ALL 
THE SMALL BITS 
OF ERASURES, 


TO KEEP BUMPS ANP 
SCRAPES OFF, IT'S 
IMPORTANT TO HAVE 
YOUR PAOES AS CLEAN 
AS POSSIBLE. 


Joe Kuherts Comic Book Studio 


Chapter 10: Clean-Up 
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AFTER you've 
FINISHEP ERASING, 
CHECK YOUR 
PRAW1N6S FOR 
ANY MiSSINO 
LIMB'S- ThAT YOU 
MIOHT HAVE 
NEOLECTEP TO INK. 


PUT THOSE LINES IN, ANP COMPLETE 
ANY UNCONNECTEP LINES. 
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VERY CAREFULLY &O 
OVER THOSE LINES WITH 
YOUR PEN, JUST TO MAKE 
SURE THEY'RE PARK 
ENOUOH BEFORE YOU 
PO YOUR COLORING. 


YOU MAY FINP THAT 
SOME OF YOUR INK 
LINES HAVE BECOME 
LIGHTER, PUE TO 
THE ERASING. 


55 




HtGHT 

AAoOfrj 








CHAPTER 11: 

COLORING 


6-TUpy yojR 
PRAWINSS 
CAREFULLY 
BEFORE LISINS 
THE COLOR 
PENCILS. 


USE yOUR 
BLACK. COLORING 
PENCIL INSTEAP 
OF yOJR /V< P£/V 
TO FILL IN LAPSE 
BLACK AREAS. 
XT'S EASIER ANP 
WILL SAVE A LOT 
OF TIME . . . 
ANP INK, 


COLORING IS THE 
LAST PHASE IN THE 
COMPLETION OF 
yOUR COMIC BOOK. 


I 




THE FIRST STEP IN 
COLOR INS IS TO 
PUT YOUR COLORS 
POWN U&HTLY. 


KEEP YOUR COLOR 
PENCILS ZHARPBN&P, 
BUT PONT MAKE THE 
POINTS TOO LON6 
OR THEY'RE LIABLE 
TO BREAK. 


THE 

COLOR 
PENCILS 
ARE 
ALSO 
EASIER 
TO 
BPABB 
IF YOU 
PONT 
PRESS 
TOO 
HARP. 




















YOU CAN SUPPLEMENT OP 
REPLACE THE COLOR PENCILS 
YOU HAVE FROM YOUR LOCAL 
ART STORE OR THE JOE 
KUBERT ART STORE. 


BUILP YOUR 
COLORS. 


you CAN BXTBNP YOUR 
COLORS BY COMBINING 
THEM. A LIGHT NBP 
COLOR ON TOP OF A 
yeuow BABB WILL 
OIVE YOU A LIGHT 
ORAN&B COLOR. 
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THE5E COLOR PBHOLB 
ARB ERA5ABLE, BUT . . . 

— 1 I 
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. . . THE HARPER YOU PRE55 ANP 
THE PARKER THE COLORS, THE MORE 
PIFFIOJLT IT 15 TO BRABB. 












KEEP A eOOV 
POINT ON YOUR 
PENCILS, IT'S 
ESPECIALLY 
IMPORTANT WHEN 
YOU WORK ON 
PETAIL*. A THICK 
POINT WILL TENP 
TO eo OUTSIPE 
THE LINES ANP 
MAKES THE WORK 
LOOK SLOPPY 


SURE . . . EVERY ARTIST IS 
ANXIOUS TO SEE THE PRAWINO 
RNISHEP. BUT THERE ARE NO 
PRIZE* FOR SPEEP. XT'S 
QUALITY THAT COUNT*/ 


TAKE YOUR 
TIME/ PONT 
RU*H THE 
WORK/ 







CHAPTER 12: 


COVBR2 ANP 
FINISH 



WE'VE LEFT THE 
COVER FOP LAST 
BECAUSE THE COVER 
SHOULP BE BASEP 
OH youp COMIC 
BOOK STORY 


THE WRAP- 
AROUNP IS 
PESIONEP SO 
THAT THE 
FRONT ANP 
BACK COVERS 
ARE ONE 
ILLUSTRATION. 


THERE ARE TWO 
KINPS OF COVERS. 
THE SINOLE FRONT 
COVER ANP THE 
WRAP-AROUNP. 


PON'T FOR6ET TO 
FEATURE YOUR MAIN 
CHARACTER OH 
THE COVER. 


PO SEVERAL 
THUMBNAILS TO TRY 
VARIOUS COVER 
TREATMENTS. THEN 
PECJPE ON YOUR 
FINAL COVER 



ILLUSTRATION 


BACK 

COVER 


FRONT 

COVER 




Chapter 12: Covers and Finish 


THE FIRST THINS 
TO INCLUPE ON 
YOUR COMIC BOOK 
FRONT COVER IS 
THE TITLE. 


THE TITLE USUALLY 
TAKES UP ABOUT 2S% 
OF THE SPACE ON 
THE FRONT COVER. 
ANP YOU CAN PLACE 
THE TITLE IN ONE OF 
SEVERAL PLACES. 
SEE EXAMPLES 1, Z, 
ANP 3 BELOW. 


JUST LIKE THE INSIDE, 
PO A ROUSH PRAWINS, 
FINISH PENCILINS, INK, 
ERASE, ANP COLOR 
YOUR COVER. 






Joe Ku berths Comic Boole Studio 


you CAN USE AN AP FROM AN OLP 
COMIC BOOK. CUT IT OUT ANP PASTE 
IT ONTO YOUR BACK COVER. 


IF YOU PECIPE NOT 
TO PO A WRAP- 
AMOUNT? COVER, PUT 
AN APVEPTISEMENT 
ON THE BACK COVER. 


OR CREATE 
yOUR OWN AP. 






Chapter I 2: Covers and Finish 


THE IN5IPE 
FRONT COVER 
IS FOR CRBPiT$. 

YOUR NAME, 
APPRESS, ANP THE 
PATE YOU 
COMPUETEP YOUR 
COMIC BOOK. 


IF YOU HAP HEUP FROM 
ANYONE, INCUUPE THEIR 
NAMES ANP WHAT THEY PIP 




'Glossary ofTerms 





Background: 


everything in the scene besides the main characters and the objects they are using; it is important 


to create quality backgrounds to support the story. 



shape in which dialogue words are placed. 


Blocking Out: 


using individual sheets of paper or thumbnails to put all the parts of the story in place. 





outlines of panels. 



words in boxes that are not spoken by characters. 





Character Sheet: 


a piece of paper (or two) with drawings of a character from many various angles. 



making finished drawings as clean as possible. 


S usually a large head drawing, or a dose view of an important object 



Cross-Hatch 


creating shade effects with ink by using lines. 



words spoken by cartoon characters. 





Joe Ku berths Comic Book Studio 


Finish Erasing 


erasing all pencil drawings after ink has dried. 









Inking/Inks: 


ink rendering with pen and/or brush over pencils* 
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2 perspective of scene from above. 



Penciling: 


finished pencil drawing of finished cartoon artwork. 




a collection of pictures clipped from newspapers and magazines that help you draw 
objects and backgrounds. 







Glossary of Terms 








Souno Effects: 

lettering which describes noise and explosions. 






Splash 


usually on the first page of a story, a full-page dramatic or action illustration. 
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words, descriptions, dialogue, captions, etc. 











NOTES 



